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What in the Abyss was that? 



-Written by Luis lemando De Vippo 




fyou are reading this editorial 
now you are probably 
wondering what happened to 
the gaming magazine known as 
The Tobril last month. 

Were the creators crazy? Will the Tobril become an adventure 
magazine? Fear not, faithful reader, for that was just the first 
issue of a new feature line, called Tobril Presents, that we have 
had planned for the magazine since its launch two years ago. 
With this feature, we will be presenting different material, 
such as adventures or sourcebooks, that we cannot fit into 
the magazine itself 

Why start with an adventure, you ask? The answer is quite 
simple: there are precious few D&D 3.5 adventures for 
Dragonlance and only one official adventure from Sovereign 
Press, Key of Destiny. With the dearth of Dragonlance 
adventures we thought we could help fill the void, so we 
really hope that you enjoy The Brand and, if all goes well, the 
"Worshippers of Evil" campaign that goes with it. 

As things stands we plan on producing one adventure 
every six months, give or take a few months depending on 
how real life treats us. These adventures will form a complete 
campaign named "Worshippers of Evil". But it is not 
necessary to wait until the campaign is completed to enjoy 
the adventures. In fact we encourage you not to wait; The 
Brand can serve as a starting point for any campaign or, with 
a few modifications, can be used as a stand alone quest in a 
larger campaign or even inserted within Key of Destiny. 

But enough about last issue, it is time to concentrate on 
this one and the fact that it is loaded with goodies. We 
welcome two new contributors this month, Uziel and 



OgreJBane, who made their debuts with two interesting 
articles. Uziel, a traveling aesthetic, interviews different 
figures around the world, perfect for those players who crave 
character development, while OgreJBane handles a new 
feature called Age of Ruin, in which he takes us on a tour of 
famous (and not so famous) Dragonlance ruins and shows us 
how they have changed through the years, perfect for the 
party with dungeon crawl as their goal. 

Regular contributor John Grubber continues to impress 
with imaginative articles such as his great piece for this 
month's magazine, Children of the Qreystone. And, if you are 
interested in what will be published under the Dragonlance 
logo over the coming months you should definitely check 
out Craig J. Ries's product schedule to make sure you don't 
miss anything important. Also an article by yours truly will 
tell you about what other gaming books you should try to 
use in you Dragonlance campaign. 

We leave the greatest surprise to the last. In this issue we 
have begun experimenting with different things and, for this 
issue and maybe more of them if it works, Roaming Krynn 
will be in the form of a comic. That's right our cover artist 
Diego Paredes drew us a comic and Neil Burton and I filled 
the blanks. We hope you like it and please tell us if you 
would like this feature to continue. Also please forgive a few 
rookie mistakes from those who had never written a comic 
in their life. 

That is all for now and I hope you enjoy this and all future 
issues of the Tobril. As usual, please send your comments to 
tobrilmagazine@tobrilmagazine.com and also do not forget 
to send your vote to see if we should continue the comic or 
return to the text-based Roaming Krynn. 

Luis Fernando De Pippo 
Editor of the Tobril 



Submitting your articles: 



If you've written a piece of fiction, reference, gaming or have some other Dragonlance-related article to show the 
community and would like to see it in an future issue of the Tobril just send your proposals to tobril@tobrilmagazine.com. 
We're also very interested in hearing your thoughts on the magazine so sharpen those quills, bring out the ink and dust off 
that old parchment you've been saving. "By the fans, for the fans." 



Tobril Presents: 

If you've written an extensive piece of Dragonlance content, too big for publication in the magazine then you now have the 
option to have your work published as a sourcebook with professional layout, cartography, and in some instances, 
illustrations, under the Tobril Presents banner. We believe Dragonlance fans deserve the best and we are committed to 
helping authors put out their hard work in the best light possible. 
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Kender Nobles 



-Written by Sean Macdonald 




ender wizards? I think not. 
Kender monks? Ludicrous. 
Kender nobles? There is no such 
beast! Well, that's where 
you're wrong. 

Kender nobles are incredibly rare. Perhaps they are the 
rarest of all kender classes. The unique concept of the kender 
social structure and order (or disorder) makes kender nobles 
something of an enigma. For most races nobility is 
something you are born into, and great care is taken to keep 
records of blood relations and family names. Yet kender 
change their own name once or twice during their travels, 
not to mention that true blood relations mean little to a race 
that prides itself on being related to every kender hero 
mentioned in the latest kender tale. Not also to mention that 
extended families such as uncles, aunts, grannies and grand- 
pappies can be just as important or sometimes even more 
important than the kender's own parents. 

Nobility is also commonly associated with wealth and 
prestige. On the whole, kender care little for either of these 
and don't waste time trying to puzzle them out. Money does 
not equate to a ranking among the social classes of kender 
society. Personal possessions are not something that 
increases your status as a kender (if this were true most 
kender could be considered nobility... on a small scale of 
course), since despite all outward appearances material 
possessions really mean very little to kender. A kind-hearted 
beggar will always be more respected by kender than an 
arrogant king, regardless of his lineage or "right to rule". 

Among kender, nobility is normally something one 
cannot be born into. Nobility is a title that is earned by the 
quality of one's deeds, and the tales of your exploits. Long- 
lived adventurers garner honor, esteem and high-standing 
among the kender populace regardless of how much money 
or land they own, and despite their birth right. Who cares if 
you are the third generation of some kender that ruled 
Kendermore centuries ago? It's interesting to know, but 
what have you done lately? 



It's not that kender do not appreciate nobility; they are 
highly impressed with the aristocracy's expensive clothes, 
highbrow social gatherings, and ability to talk themselves 
out of almost any situation. Kender do try to emulate them 
from time to time, but within kender social circles it is 
nearly unheard of for one kender to insinuate that they are 
somehow "above" another person in station, except perhaps 
in an organization where one kender has earned a title that 
another has not. The words "you are above me, you are too 
good for me, I'm not worthy of dealing with you" come from 
a frame of mind that kender generally lack. 

There are primarily three types of kender nobles: the 
descendants of kender legends, the descendants of kender 
heroes, and the very rare royal kender. It is well documented 
that kender go through cycles every few generations where 
they idealize a particular kender over all others and raise him 
or her to legendary status. Two such figures would be 
Tasslehoff Burrfoot and the renowned Uncle Trapspringer. 
Despite the number of kender named Tasslehoff in the Age 
of Mortals there was only one true Tasslehoff Burrfoot, and 
although his deeds and heroics are legendary, his personal 
life is something of a mystery. No one knows for sure if 
Tasslehoff ever had children, so while a kender may say "I'm 
the son of Tasslehoff Burrfoot!" there is always a healthy bit 
of skepticism. Relatives of Uncle Trapspringer are even 
harder to credit as most kender have claimed a relation to 
this venerable kender in some form or fashion at some point 
in their lives. Yet, if any kender were to somehow prove that 
they were actually related, they would immediately be held 
in high regard. . . that is, as long as they continue to live up to 
the legendary actions of their ancestors. 

Besides the Burrfoots and Trapspringers, there have been 
a number of heroic kender families. Of late, the 
Thistleknotts have been an exemplary model of the noble 
heroic kender family. During the War of the Lance, Kronin 
Thistleknott defeated the infamous hobgoblin Highlord 
Teode, which led to the liberation of Goodlund from the 
forces of the Black Dragonarmies. Kronin's oldest daughter, 
Paxina Thistleknott, ruled Kendermore during the Chaos 
War and, united under her leadership and alongside the 
Knights of Takhisis, the kender there successfully defended 
the city. 
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Kronin's son Kronn was also every inch the hero his father 
was. He was responsible for heading off the only attack 
against the kender city of Hylo during the War of the Lance. 
In the Age of Mortals Kronn is still living up to his 
namesake and the aging, afflicted kender leads others of his 
kind in mapping the Desolation, particularly the location of 
dragon lairs in an effort to someday rid his homeland of 
these dangerous creatures. Kronn's sons and daughters in 
turn will probably make their own mark on kender society. 

Such kender are noble among their own kind. They have 
achieved a status among kender that grants them the same 
respect and admiration that nobles of other cultures afford 
their own "upper class", and yet these kender are not 
considered "nobles" among other races since they have not 
been raised learning the skills of diplomats, leaders and 
politicians. Still, there are a handful of kender that do learn 
these skills, and use them to their best advantage while 
wandering Ansalon, trying to make the world a better place 
for kender - and for themselves - in the process. 

The Windseeds of Hylo have long been considered 
kender nobility, being the only kender family to have a 
known dynasty. Although the Windseed Dynasty has had a 
couple of bumps and gaps, the Windseeds ruled over Hylo 
for nearly twenty years (longer if you ask any of the 
Windseeds), until the afflicted kender of Goodlund moved 
in and Belladonna usurped the throne. A detailed list of the 
rulers of Hylo and the periods in which they ruled (down to 
the number of days and sometimes hours) can be found in 
the Grand Citadel towering over the center of the city. 

Every Windseed is proud of their position and rank 
among kender society and make sure that they act every 
inch the upper echelon of kender society. They train their 
children from a young age in the importance of being noble 
in birth. They have discovered a number of advantages and 
very few disadvantages to having a "royal" bloodline. As 
diplomats and ambassadors to foreign lands they have found 
that they are kicked out much less often than "common" 
kender, and they always seem to be able to find a place to 
stay when they need one. Getting out of any jail, when they 
are good and ready, can be accomplished with much more 
ease and much less fuss than normal. Plus, they find that 
rulers of some human lands will actually give them gifts, 
food and new clothing just for being a Windseed! The 
"common" kender of Hylo often treat the Windseeds with a 
respect befitting this station. They find it amusing that a 
kender could spend so much time learning to speak 
"properly" and dress "appropriately", and as such the 
Windseeds are thought to be a bit eccentric, but generally 
harmless. 

Despite their current political situation the Windseeds 
are encouraged by the fact that they will one day re-assume 
the throne of Hylo. For now they have retreated to their 
"spring home" on the outskirts of Hylo continuing the 
practice of training in all the finer points of nobility, 
including "how to wave", "how to look commanding" and 
"what not to do or take while dining in foreign lands". 
Occasionally the Windseeds will take in kender who wish to 



learn how to be noble and train them as diplomats. These 
kender retain the skills of a noble without being considered 
"nobility" themselves. 

Kender nobles adventure for the same reason as other 
kender: wanderlust. They will attempt to use their "nobility" 
to their advantage, and while most kender that claim to be of 
"noble" birth will be laughed out of just about any noble 
house on Krynn, there is usually a certain look or carriage 
about a kender noble that will mark her differently from 
other members of her kind. In particular, they prefer to wear 
clothing that will emulate the apparel of the nobility in their 
"host" country, and will attempt to adhere to many of the 
prevailing "human" aristocratic airs and customs. To many 
people, this makes them much more amiable and much less 
"annoying" than the average kender. To be in the company 
of a kender noble is a unique experience, to say the least.^ 



About the Author 

Sean Macdonald has been dreaming about Krynn for 
almost two decades and is webmaster of the largest 
kender website on the Internet. He is currently part of 
the Whitestone Council and is looking forward to the 
future of gaming in Dragonlance. He is kender crazy 
and has just finished the long awaited kender handbook 
called the Kencyclopedia. 
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A look at the upcoming 
Dragonlance products 



-Written by Craig J. Ries 



Margaret On Tour! As the convention season winds 
down, Margaret embarked on a 9-city book tour in the 
middle of September. The tour was held to promote 
both of Margaret's new novels: Amber & Ashes, volume 
1 of the Dark Disciple Trilogy for Wizards 
of the Coast, as well as The Dragon's Son, 
volume 2 of the Dragonvarld Trilogy from 
Tor Books. Much to my dismay, previous 
duties kept me from seeing Margaret at the 
book signing in Littleton, CO. However, I 
still hold out hope for next time. (The late 
breaking news on this tour is the fact that 
the last few dates have been postponed for 
the time being. But if you also missed her 
on this tour, or she didn't make it to your 
neck of the woods, you can be sure that 
Margaret will be on the road again sooner 
rather than later.) 



Even though we are working our way into 
the last quarter of the year, things just keep 
picking up for Dragonlance novels and 
games. While there is no news as of when to 
expect Legend of Huma #6 from DBPro, as 
they attempt to find a new publisher for the 
popular comic book, Sovereign Press keep 
things moving along with two more highly 
anticipated products. The first of these is 
Towers of High Sorcery, which will be on store 
shelves by the time you read this. From the 
previews posted at the Dragonlance Nexus 
(www.dl3e.com), this one has definitely 
been worth the wait. Right around the 
corner, too, is War of the Lance, due on the 
1st October. The price tag is high, at $44.99 
US dollars, but it's a 320-page monster in 
full color packed with everything that fans 
have spent years begging for! 




^ Things really heated up during the summer months. 
The first two Young Reader novels, Temple of the 
Dragonslayer and The Dying Kingdom have been on store 
shelves for a few weeks, as has Prisoner of Haven, Nancy 
Berberick's spotlight on Usha after the 
War of Souls. Nancy was kind enough 
to offer me a few words on her latest 
novel: "Prisoner of Haven is about the 
time Usha and Dez spent trapped in 
Haven just as the War of Souls was 
ending. You may recall that Usha's 
only apearance in the WoS trilogy was 
a tempestuous meeting with Palin that 
ended up with both of them very angry 
with each other. In Prisoner of Haven, 
she faces her feelings about her 
changing marriage — while she and 
Dez become involved with an 
'underground railroad' type group 
helping citizens flee the occupied city." 

$ Also picking up where the War of 
Souls leaves off is Douglas Niles' 
Wizards' Conclave, which deals with the 
future of magic on Krynn now that the 
Orders of High Sorcery aren't the only 
arcane spellcasters on the block. This 
from Doug: "Wizards' Conclave is the 
story of magic on Krynn in the 
immediate aftermath of the War of 
Souls. With the return of the gods, 
classical moon-based magic-the 
wizardry of the black, red, and white 
robes-comes up against the 
uncontrollable sorcery of wild magic, 
the spells woven from the fabric of 
nature. The focus of the conflict is the 
Tower of High Sorcery in Wayreth 
Forest. Two powerful wizards, Jenna of 
Palanthas and Dalamar the Dark, vie for control of the 
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tower, and of the wizardly conclave. But a 
newcomer, a young girl named Coryn the 
White, comes out of the Icereach with 
tremendous magical potential and an 
insatiable thirst for knowledge. It is she 
who proves the ultimate player in the 
magical future of Krynn." 

Another pair of Dragonlance: The New 
Adventures novels have also been 
released recently or are just around the 
corner. The Dragon Well should be on 
store shelves by the time you read this, 
and Return of the Sorceress is due out in 
November. If you're enjoying these 
stories, you can look forward to at least a 
half a dozen more in the series through 
next summer! Amber cV Ashes, volume 1 of 
the Dark Disciple Trilogy from Margaret Weis. 
Flight of the Fallen, volume 2 of the Linsha Trilogy 
Mary Herbert, are both in stores now as well. 



And There Was Much 
Rejoicing! October may be 
the month to look forward 
to, however. Finally, after 
much begging and 
pleading, the reprint of 
volume 1 of the Elven 
Nations Trilogy, Firstborn, is 
due to be released. Volumes 
2 and 3 will also see a 
reprint before the year is 
out. An on-line petition at 
Dragonlance.com towards 
the end of 2002 was 
certainly an influence in 
this decision. 
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Trilogies, and Doug Niles takes the next step 
into Krynn's future with the Rise of Solamnia 
series. Doug was kind enough to give me the 
first hints as to what to expect of his 
upcoming trilogy: "Lord of the Rose is the first 
book in the Empire Trilogyt, three novels 
depicting the struggle for control of Solamnia 
in the Age of Mortals. Beginning about a 
decade after the War of Souls, Lord of the Rose 
is the tale of a mysterious warrior who is on a 
quest for vengeance, and power. He wanders 
the lands of the corrupt knighthood with a 
steady dwarven comrade, and the help of 
Coryn the White — the enchantress known as 
the "White Witch" among the lords of 
Solamnia." 



and 
from 



Along with the last of the 
Heroes reprints, Galen 
Beknighted, fans of 
Dhamon Grimwulf can also 
read about his latest 
adventure in Lake of Death, 
the newest addition to the 
Age of Mortals series. If 
you know about, or are a 
fan of Taladas, you will 
rejoice even more! April of 
2005 will see the release of 
Blades of the Tiger, book 1 of 
the Taladas Chronicles 
Trilogy by none other than 
Chris Pierson! We will also 
see resolutions to both the 
Minotaur and Linsha 




If Editor's note: This series has now been 
renamed the Rise of Solamnia trilogy. 

Schedule 

New novels 



Out Now 


Prisoner of Haven, Age of Mortals v.4 




Out Now 


Wizards' Conclave, Age of Mortals v.5 




Out Now 


The Dying Kingdom, YR novel 




Out Now 


The Dragon Well 




Oct 


The Lake of Death 




Nov 


Return of the Sorceress 




Dec 


Galen Beknighted, Heroes v.6 




Mar 2005 


Lord of the Rose, Rise of Solamnia v.l 




New game material 




Sep 


Towers of High Sorcery 




Oct 


War of the Lance 




Paperback reprints 




Oct 


Firstborn, Elven Nations trilogy v.l 




Hardcover reprints 


Nov 


Test of the Twins, Legends trilogy v.3 





About the Author 

Craig J. Ries is a longtime member of the online 
Dragonlance community and resides in Denver, 
Colorado. He hopes to one day have a career rather than 
a job, and would be perfectly happy to wake up one 
morning to find himself as a successful author. In the 
meantime, he maintains a listing of upcoming 
Dragonlance products. 
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torn the Pen of 
Brother XJziel 

— Written by Ashe Votter 



In the name of his Excellency Astinus, Lorekeeper of Krynn 
Scribed in Kendermore. Reapember, 727 PC. 



ne of the most curious 
events to occur in these 
great times of ours is the 
Kendermeld. Over a 
hundred years ago, the holy 
nation oflstar imposed harsh new trade 
laws to which the diminutive kenderfolk 
took offence. 

This heralded the start of a trade war between the two 
nations and almost caused the economic collapse of the holy 
city. The leaders of Istar have recently signed a treaty with 
the kender, exempting them from trade standards and 
creating a new 'kender tax 1 . As well as winning the trade war, 
these irrepressible small folk have also been officially 
accepted as an ally of the Istarian people.). 

I recently had the pleasure of interviewing the mayor of 
Kendermore, Marli Greenfeather, who was one of the more 
serious kender folk I have met (praise Gilean!). After 
emptying all my valuables, I set forth into the city of 
Kendermore. I should note that it took no small number of 
guides to direct me through the maze-like and hazardous 
streets of Kendermore, until I eventually found the mayor's 
office. Herein lies the result of my interview. 

Marli Greenfeather: Well hullo there! Master Uziel, is it? 
Well now, don't you look an affable sort. Can I offer you a 
drink? Please have a seat, take a load off. Erm... for an 
interviewer, you are rather quiet. Well... ah, shall we get on 
with it. 

Brother Uziel: Indeed Mayor Marli, my name is Uziel. 
And it is a pleasure to meet you. I appreciate you taking the 
time to- 

MG: Uziel, heh. Sounds more like the name of a 
Chemoshan priest, if you know what I mean. Wink, wink, 
nudge, nudge. Don't worry about it though. I won't let the 
good scholars in Palanthas know your game. 



The Tobril 



til* 



BU: Please mayor, I am not a priest of Chemosh, really. 
Just a humble scholar. Now if I could get onto those 
questions- 

MG: Sure, sure, fire away. I am at your disposal. Oh! I was 
going to tell you about the time I tricked the high cleric of 
Taol into washing his undies in the Grotto of Sargonnas. The 
man was dirty from his travels and did want a pool of water 
to bathe himself in. Sure he wasn't aware that it was a sacred 
shrine of the dark god, but hey, what harm could it do? 
Well... I guess the horde of knife-wielding minotaurs that 
chased him could have done some harm... but they were 
really just having more fun than anything. I'm sure nothing 
bad happened. He was such a nice chap. Somewhat haughty 
and high-and-mighty. But a nice chap, nonetheless. 

BU: Ah, Mayor Marli, if we could really get back onto the 
topic at hand . . . 

MG: The last thing I remember of the high cleric, were his 
lily-white cheeks racing away into the sunset, since he forgot 
his drawers back at the grotto. And of course the twenty or 
so minotaurs racing after him. I wonder if that's what they 
call a bull run..? Hmm, there could be something in that. A 
festival, or something to that effect. I wonder if I should 
propose this to the council. Of course we need some 
minotaurs to anger first... but it has potential. 

BU: Mayor, please! 

MG: Yes? Whatever is the matter? You're looking rather 
flushed there, my good man. Have a drink, anyone would 
think you were the one who'd been running from bulls. 

BU: I'd like to speak to you about the Kendermeld. 

MG: Kendermeld. Hmm... I really don't like that term. 
Why should we as a people, have to meld into anything? 
Why not call it the 'Istarmeld', or the 'Humanmeld'. Not that 
it overly matters. For the sake of my people, I can always 
make a sacrifice here and there. It's only a word anyway. I 
wonder if the true meaning of Kendermeld is that, because 
we are such a wonderful and adaptable people, that we meld 
into any civilization and shortly after become the best of 
friends and the most staunch of allies. Yes, that's the ticket. 
OK, I think Kendermeld is working for me now. Erm... 
next question? 
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BU: So how did the Kendermeld come about? Weren't the 
kender folk concerned about angering the Istarians and 
bringing down the might of their armies upon you? 

MG: Upon me? Well personally I wasn't the one who 
angered them. So I don't know why you're fingering me for 
the whole thing. Are you folks looking for a scapegoat here? 
Trying to place me at the scene of the crime, as it were? Well 
it was over a hundred years ago, sir, I cannot be held 
accountable for any trouble that happened. 

BU: Ah... no. I meant weren't the kender of that time 
concerned. 

MG: Oh right, naturally. Well, I imagine the kender did 
think everything through before they acted. I mean we are 
the most logical and thoughtful of peoples. We always 
consider all options before we act. We don't just jump into 
situations you know. I'm sure there was a darn good reason 
for my forebears facing up to those naughty rascals in Istar. 

BU: And that reason was? 

MG: Well... It was over a hundred years ago... 

BU: (sigh) 

MG: Come now, Brother Uziel, don't look so glum. Why it 
reminds me of the time that I came across a Solamnic 
Knight who was in a really compromising position with a 
gnoll and a goatsucker bird... 

BU: Er, right. Well perhaps you can advise on how you 
finally drew this trade war to a close. I presume you had 
some input or involvement in that? 

MG: My word, I did! I was practically the glue that made 
everything stick. The meat in the sandwich. The polly in the 
waffle. The goat in the... 

BU: And what precisely did you do? 

MG: Well, a few of the high-ranking Istarian councilors 
invited some of the senior members of our town council, 
including myself, to attend trade talks in a small roadside inn 
outside of Kendermore. I sent a message to the Council of 
Istar, telling them that we would be happy to journey into 
their fine city to meet with them, however they told us that 
they'd be more than happy to travel to our town and meet 
here instead. Of course just before reaching Kendermore, 
they sent a further message stating that they had to return 
home urgently and couldn't travel any further, and that we 
had to meet them at the Tar and Feathered Inn. We attended 
some overly boring session in which they talked about trade 
agreements and economic disasters and various other silly 
things. So most of us just made our own fun. In the end the 
councilors just went red and agreed to everything we 
wanted. Which, in short, meant that we are now officially 
exempt from all trade taxes, and we are recognized as an ally 
of the nation of Istar. Now all of that was nice, but I felt it 
was a little rude to eject us out of the inn so fast. I mean, 
come on, we are respected kender authority figures. 
Although, it was nice to be escorted to the door like that. The 
Istarians were thinking of our security and welfare, right up 
to the door. I do hope Councilor Selarre recovers from his 
burns though. 

BU: You set fire to a member of the Istarian High 
Council? 

MG: Set fire to him? Certainly not! That would be 
malicious and just plain rude. How were Drenni and I 
supposed to know he'd react like that? I mean, we weren't to 
know that he had magical tobacco that floats into other 
people's pouches. We just assumed it was ours, and decided 
to have a smoke. Of course one thing led to another, and 
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well... I guess a lit pipe and a councilor's robes are two things 
that should never be in close proximity to one another. He 
did jump on Drenni and reach for the pipe! Drenni and I 
thought he wanted to play tag. Of course, he was perhaps a 
bit old for that sort of thing. But hey, one is never too young 
to have fun! Old Selarre didn't see it that way though. 
Luckily High Councilor Garibond kept things in order. 

BU: So at no point, were there any actual strategies laid 
out to win trade in your favor? 

MG: No. The good folk of Istar just saw fit to give up their 
scandalous taxes, given our generous and benevolent 
natures. 

BU: Have you wondered about the fact that you are the 
only nation that is exempt from these taxes? 

MG: We're probably the only ones who asked really 
nicely. 

BU: No, I'm sure others have asked nicely. 

MG: Well, maybe they didn't play tug of war with the 
councilors over a pouch of gold and a randy portrait of Lord 
Garibond's wife. I wonder why that young councilor Locan 
had that. Of course he and Garibond were very chatty after 
that, having all sorts of private talks. They must have had a 
good laugh or two over that private joke. Kinda rude not to 
include the rest of us, but I'm never one to complain. 

BU: Yes. That must be it. Are there any further plans at 
this stage for discussions with Istar, or is the Kendermeld 
the final end to the long-running trade war? 

MG: No, we hope to have a long and fruitful relationship 
with Istar. Of course none of the councilors have returned 
any of my messages since they have returned to their city. I 
have heard rumors that their postal system is rather shoddy. 
If it was a kender-run operation, they'd never have this 
problem. Hmm... I wonder if I should send a delegation 
there to propose this? We'd have to go in person of course, 
since they never get our messages. 

BU: A fine idea. Yes, I think the High Council of Istar 
would really enjoy that, (chuckles) 

MG: Well that's set. I better head off now, pack my things 
and get my nicest hoopak. The Delegation for an Istarian 
Postal System will roll out shortly! Drenni! Winnie! Shaffle! 
Pack your things, the DIPS are heading to Istar! 

End interview. 
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he gray eye wandered across 
the world unbound, its foul 
gaze blighting whatever it fell 
upon. Madness was its legacy. 
The chaos it issued forth 
warped and bent the world and its 
inhabitants. Yet still mortals hungered for 
it, and still they chased it, even as they saw 
the horrors it created. Villages disappeared, 
herds were sundered, forests defiled as the 
wild power surged through them, twisting 
and corrupting them, binding forms together 
in unnatural ways, creating all manner of 
affront to the gods." 

— Cradach the Pious, Edict of Racial Purity, 

Istar, 920 IA (excerpt) 

The wanderings of the Greystone across the surface of 
Krynn had many effects on both the animals and the three 
starborn races. Its impact in the world cannot be 
understated. Entire cultures were destroyed or arose anew as 
it changed existing beings into new races, and though the 
people of Krynn are familiar with some of these beings, 
there are others; strange, mysterious races that exist far from 
the lands of mortals, hiding themselves and their societies 
from those who would persecute them. 

In most cases, when animals and mortals were bound 
together, the effects created beings much more kin to mortal 
races, such as sea elves. In other lands though, where people 
were fewer or cultures more primitive, the animal side won 
out, and the new being that stood in the wake of the Grey 
Eye was of the animal world, its thoughts and passions ruled 
by instinct. These creatures sought to understand them- 
selves, and their world, and as they questioned, two voices 
came to give them answers. 



The Blessed of Chislev 

Much like the Bakali, the first children cast out by the Gods, 
Chislev adopted these beings as her own. While the other 
gods turned their backs on these aberrations — which existed 
only because of their folly — Chislev embraced them. She 
hoped they would become the new protectors of the wild 
lands, and the animals which inhabited them. Her powers, 
together with the aid of Zivilyn, thus help protect these 
creatures from the other races much of the time. In fact, 
most are priests or druids of Chislev and Zivilyn, giving their 
lives over to the patrons that protected them. Through the 
intervention of the gods these lonely figures have found new 
purpose, new goals and quests which they can pass on to 
their children. They wander with herds, walk secret trails 
through forests and along mountain ridges, watching, 
waiting, and if they are needed, acting. With mystic magic 
and physical might, they sweep down upon those who 
offend the will of nature. Sometimes they act directly, at 
other times, they employ more subtle means, using their 
animal affinity to turn the path of a wandering herd, or send 
a pack of predators into an enemy's camp at night. 

They are the swords of the gods of nature, striking at those 
who would abuse and defile the world, who would kill for 
pleasure and not for need. Their intelligence, coupled with 
their secretive nature, makes them formidable foes; few 
know or even believe they exist, which is to the greater good, 
for it makes their goals even easier to accomplish. 

Physical Description 

The Children of the Greystone are much closer to their 
animal ancestors than to their Elven, Ogre or Human 
heritage. Consequently, from a distance, other than what 
they may wear or carry, they can be indistinguishable from 
the animal stock that originated them. Equally comfortable 
on two legs or four, these beings exist between two worlds, 
neither mortal nor animal. Their hands are not as dexterous 
as an elf or human's, but they are capable of creating and 
using tools, and strong enough to support their weight while 
travelling on all fours. Their bodies combine the best of their 
human and animal ancestry, giving them strength and 
agility, but also hardiness and adaptability. 

Each is different, with various defining features; hand and 
foot structure, limbs, tails, fur... even within the same type 
of creature, they can be quite distinct in appearance. Some 
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will appear closer to animal, while others are closer to 
mortal. Generally, though, they are larger than the mortal 
race from which they sprang, and have a somewhat hunched 
appearance, which is at times emphasized by the cloaks or 
robes they occasionally wear. More than one has been 
erroneously summoned by a wizard and mistaken for some 
sort of demon, and the fury the creature unleashes while so 
confined only adds to this confused identity. Lacking the 
fiendish cunning of demons and the like, they are normally 
quickly dispelled when the mage discovers his error. 

Personality 

These beings are very animalistic, in that they are shy, 
fearful, but curious. They are also intelligent, thoughtful and 
reflective. They see themselves as closer to animals than to 
other races, but their mortal side drives them to organize 
themselves into groupings similar to barbarian tribes. 
Psychologically, the closeness they have with nature makes 
them think in very different terms than standard races, 
especially when dealing with such esoteric subjects as time, 
the Gods, and the balance of good and evil. 

Time moves much more slowly, being measured in moon 
cycles and seasons (days and weeks as opposed to hours and 
minutes). Only Chislev and Zivilyn are venerated amongst 
the pantheon, those who saved them and helped them 
survive. Finally, the balance is a much more tangible concept 
in nature, where these beings make their homes. The cycles 
of nature, the importance of darkness and light, and the 
interplay between them are all well understood by the 
Children of the Graystone. Consequently, courses of action 
require much more thought and reflection. In the grand 
scheme of nature, all paths must be examined and all 
consequences weighed before action is taken. 

This thoughtful, meticulous process can be mistakenly 
perceived as slow wittedness on the part of these creatures, 
but is actually an indication of their deep concern and 
empathy for the lands around them and how the actions of 
one individual can have a greater impact than first thought. 

These races are shy, secretive, and usually live alone or in 
small groups. Rarely do they build settlements, except if they 
are far from the society of other races. Even then, they will 
typically be little more than a few crude huts. Most rarely of 
all do they communicate with other races; indeed, their 
pictographs remain archaeological enigmas to scholars 
across Ansalon. 

While many of these races can read, their physiology 
prevents them from writing more than a few simple runes; 
they do however possess incredible memories. Con- 
sequently, the histories, mythology and codes of behavior of 
these beings are transmitted orally. They can speak the 
bestial language of their animal kin, as well as their own 
language, and some have learned the languages of elves and 
humans from books found in ruins. Though they cannot 
write in any form of script, most of these beings do create 
pictographs to communicate with others of their own kind. 
They are always found in kin-groups, led by one or more 
elders. If there is a leader, it is usually a more warrior-like 
individual, who is advised by Shamans or Druids. 

They care little for the affairs of mortals, except where 
they concern nature. Aside from their animal kin, the 



watchers care most about their children. They see them- 
selves as beings on a divine quest, generations in the 
undertaking, and in order to complete it, they must teach 
and protect their rare offspring. Woe to anyone foolish 
enough to harm their young, for they will find the wrath of 
nature itself visited upon them. 

Relationships with other Races 

Few humans ever see these reclusive beings, and as such, 
they exist in the realm of fairytales and folklore. Certain 
groups, such as barbarians, living in closer connection with 
animals and the natural world, have discovered their 
existence, and elevated them to a mystical status, creating 
legends of animal guardians that walk like men, who dwell 
with the animals they protect. Even the Elves, though 
generally living closer to the land than humans, are unaware 
of some of the secrets that dwell in the depths of their 
forests, these beings among them. Only the Kagonesti truly 
know of them, though even to the wild elves the true nature 
of the Children of the Greystone is a mystery. Instead, they 
see them as the living embodiments of the spirits of the 
forest and the guardians of the land. 

They have a strong bond with animal guardians such as 
the Forestmaster of Darken Wood, performing tasks on their 
behalf beyond their protected realms, acting as envoys, and 
bringing information back on what they see. Dragons do 
know of the creatures and generally pity them, for they 
know they were unintended creations. Metallic dragons 
have an especially close bond with them, especially after the 
War of the Lance, for they know first-hand about misshapen 
children. 

In rare instances, human barbarians of ages past have 
made contact with the watchers that inhabit the areas where 
they live. Some have even been taken in by the beings, and 
taught their ways. These emissaries are given powers by 
Chislev and Zivilyn, though in primitive times the source 
was mistaken; the emissary believed the watcher themselves 
granted the powers. With this magical enhancement of their 
physical prowess the emissaries became potent forces in 
their own right, leading bands of followers to fulfill the will 
of Chislev, as spoken by the watcher. It is believed that it is 
situations like this that linked certain gods with specific 
animal imagery. Some have gained the ability to speak with 
animals, others the ability to take animal shape or summon 
animal aid. 

There have been times though when the bond has been 
corrupted, by watcher, emissary or both. One such instance 
involved a watcher who, bathing in the adoration of the 
savages around it, began to speak words that were not the 
will of Chislev or Zivilyn. It led these people in a brutal war 
against local villagers settling in a nearby valley, and while 
the settlers were wiped out in nocturnal attacks, the 
barbarian followers of the watcher were felled by a fire that 
trapped them in the valley. Their charred and mummified 
remains are said to walk the valley still, slaughtering any 
who try to settle there, fulfilling their leader's decree. The 
watcher, a huge bear-creature, was cursed by the gods of 
light for its savage and hateful acts, and condemned to walk 
the face of Krynn in the guise of the creature it hated most: 
man. This immortal monster hunts ceaselessly for a cure to 



The Tobril 




September 2004 



its condition. It can never again run in the wild, and it lives 
in a world dulled by inferior senses, going slowly mad as it 
hunts libraries and temples for some way to be free. Dark 
pacts have been made with darker powers, but to no avail; 
she is condemned to walk on two legs until she atones, 
though her guiltless mind knows nothing of atonement or 
redemption. Over the centuries she has grown more savage 
than before, stalking the living in cities and villages, 
adapting to the human form and world even though she 
loathes it utterly. 

Legends suggest that the Minotaurs, the chosen of 
Sargonnas, began as watchers over the great herds of aurochs 
that once wandered the world. Some believe that Sargonnas 
chose them for their ferocity and piety in conducting their 
task, and that he gained them greater fertility through a 
bargain with Mishakal. The truth will likely never be known, 
though on a biological level, descent from blessed watchers 
could explain the variable appearance of the minotaurs feet, 
horns, and coats. 

In the 5th age, the watchers can sometimes be found in 
the realms of dragon overlords, doing what they can to 
protect the wildlands that remain, and their animal charges 
within. In the face of such destruction though, they are 
largely powerless, and can offer little aid to the animals they 
protect. They have aided, however, in the migration of some 
creatures to more suitable realms, but the paths have been 
harsh and many have perished in unfamiliar terrain to which 
they were ill-adapted to survive. 

If there is a race that is their eternal foe, it is the Spawn of 
Chaos, those beings that have arisen as a result of mortal 
dalliances with the Grey Eye and its presence in the world 
during the Chaos War. The presence of one who has the 
mark of Chaos upon him is enough to drive even the calmest 
of these peaceful creatures into a frenzy, for they represent 
the exact opposite of the watchers' purpose. It is a secret war, 
waged across the world, in dark catacombs and on mountain- 
tops, in secret jungle shrines and hidden islands. Their 
ferocious hunting of chaos spawn has kept much of the 
activities of Chaos Cults confined to cities; indeed, the 
aversion of many cultists to traveling in the open may be 
attributed to the preternatural ability of the watchers to find 
them, regardless of how hidden their taint is. 

More than one village has unknowingly been saved from 
the depredations of a foul many-tentacled beast by the 
actions of a watcher. More than one watcher though, has 
been corrupted by the whispers of the eye, for the Grey Eye 
created them as well, and can see into their souls, and twist 
what it find there to its own ends. The fear that their 
children may become corrupted is the single greatest terror 
harbored by the watchers, for when it has happened in the 
past, the Grey Eye has not released its hold until the child is 
dead. Thus victory is turned to defeat, and the Grey Eye's 
followers laugh. 

Technology 

The Children of the Graystone, regardless of their race, are 
few in number and mainly nomadic. Consequently, they 
have access to little more than stone-age technology. Their 
weapons and tools are stone, bone, horn, tooth, or wood, and 
the variety of sophisticated objects they can fabricate with 



these tools is ingenious. They disdain all but leather or 
studded leather armor, being especially uncomfortable in 
metal. In terms of clothing, they are very primitive, wearing 
little more than breechcloths, pouches, sashes, weapon 
harnesses or crude cloaks. Most types have mastered pottery, 
weaving, tanning and curing, and thus do create some 
permanent dwellings and structures. Most structures they 
build are temporary, as they lead migratory lives like their 
animal kin. Their mortal side is evidenced by the building of 
shrines, small temples, tombs for their dead, and food 
storage mounds. They do actively scavenge materials, 
weapons and tools from ruins, but do not steal from tombs or 
from the dead, having a deep reverence for the ancestors of 
all. 

Magic and Religion 

As evidenced by the structures they build, these beings have 
highly developed concepts of religion and magic. The elders 
of each group pass on to the young the story of their creation 
and abandonment by the other gods, and consequently, the 
only gods venerated by these beings are Chislev and Zivilyn. 
The religious practices they indulge in involve small burnt 
sacrifices of plants, or animal material if embarking on a 
hunt. Because they are not aware of the magic of the moons, 
there are no mages among the Children of the Greystone. In 
the days of the 5th age, some have discovered an aptitude for 
mysticism, and have had some success with it. Their limited 
intelligence, faith in Chislev and Zivilyn, and lack of 
training prevents them from becoming potent users of this 
innate power. 

The most important characteristic of these new groups is 
that they extremely rare. At most, a few dozen of any one 
race may exist on Krynn at one time. Their strong animal 
nature makes them shy away from the settlements of the 
other races, while their human intelligence drives them to 
organize their societies and create an inherited culture. They 
are secretive and cunning, wary of strangers and wise in the 
ways of nature. 

They are tragic figures, caught between the world of 
animals and mortals, not fully fitting in either. They can 
communicate with members of both, but where humans will 
fear their appearance, animals will not understand their 
deeper intellects. Those who have met and spoken with one 
describe them as beings of great sadness, as though they had 
the weight of the world upon their shoulders. What sustains 
them is their faith, their dedication to their cause, and the 
love of their patrons. 

Child of the Greystone Template 

The Children of the Greystone were created, as were many 
other races, by the passage of the Greygem over Krynn. 
Unlike the more well-known Greygem races such as the 
kender and the gnomes, they are extremely rare, very 
secretive, and have marginalized themselves from the rest of 
society. As the chosen of Chislev, their rightful place in 
nature is far from the civilizations of men. 
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Creating a Child of the Greystone 

"Child of the Greystone" is an inherited template that can be 
added to any creature of the animal type (referred to 
hereafter as the base creature). A Child of the Greystone uses 
all of the base creature's statistics and special abilities except 
as noted here. 

Size and type: The creature's size remains unchanged 
(though it may appear slightly larger than a base creature of 
the same type). The creature's type changes to magical beast. 

Hit Dice: Increase all current and future Hit Dice to 
dlO's. 

Initiative: The creature gains a +2 bonus. 

Armor Class: The creature gains a natural armor bonus 
enhancement of +2. If it didn't have any previous natural 
armor bonus, it gains a +2 natural armor bonus. 

Attack/Full Attack: The creature gains a +2 modifier to 
attacks. The creature gains the ability to use the following 
weapons as if it were a humanoid proficient with them: club, 
quarterstaff, sling, greatclub, bolas, net. The creature 
becomes proficient in the following light and medium 
armors: padded, leather, hide. The creature eschews all other 
weapons and armor but does not suffer any more than the 
normal non-proficiency penalties if it decides or is forced to 
ignore this limitation. 

Special Attacks: The creature gains the following special 
attacks: 

Animal Domination (Su): The creature gains the ability to 
dominate animal (as the spell) up to ld6 + Cha modifier 
ordinary creatures of the exact type as the base creature 
within 60 feet (thus a Greystone wolf could command other 
wolves, but not dire wolves or winter wolves, for example) as 
a standard action. No saving throw is permitted, as the lesser 
animal recognizes the innate authority of the creature. This 
ability does not extend to summoned creatures, animal 
companions, or familiars. 

Nature's Reprieve (Su): The creature may free summoned 
animals from their unnatural servitude. Once per day per 
character level, as a standard action, the creature can reprieve 
summoned creatures of the animal type that are within 60 
feet, and of HD equal to or less than its own. Up to 2d4 + 
child of greystone's Cha modifier HD of animals can be 
affected by any one attempt. Reprieved animals immediately 
vanish from sight as they are returned to their natural 
location. 

Special Qualities: The creature gains the following 
special qualities. 

Blessed of Chislev (Su): As a chosen of Chislev the creature 
may channel divine energy to receive granted powers from 
Chislev's domains (Air, Animal, Earth, Plant). The creature 
must permanently select two of these domains from which 
to manifest his powers. This ability only allows access to the 
granted powers, not domain spells. Should the creature 
already have or gain any cleric or mystic levels, any domain's 
granted power which is shared by the creature and class can 
be used twice as many times (if applicable). For example, if 
the Child of Greystone chooses the Animal domain (cast 
speak with animals once per day) and later becomes a cleric 
and chooses the Animal domain again, it can now cast speak 
with animals as a domain power twice per day. 
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Nature's Guard (Ex): Summon nature's ally spells may fail 
when they are performed within 60 feet of a Child of the 
Greystone. Any attempt to cast this spell from any source 
and summon a creature of the animal type forces the caster 
to make a Will save (DC 10 + Vi child of greystone's HD + 
child of greystone's Cha bonus) or the spell fails and is lost. 
Any attempt to summon an animal of the exact type as the 
creature's base form (such as a wolf from the above example) 
automatically fails, and the spell is lost. 

Nature's Shout (Ex): The creature can summon ld6 animals 
of its own base type to its location as a free action. The 
surrounding environs must naturally support that type of 
creature for this ability to function (thus, he can't summon 
wolves from the middle of the ocean) and the creatures must 
be physically able to hear the caller (distance, silence spells, 
and other obstacles may prevent this). The summoned 
animals arrive at the creature's current location (even if he 
has moved in the meantime) within 2d4 rounds of being 
called. 

Nature's Overwatch (Ex): The creature has an acute 
awareness of its territory, as it shares the sights and sounds 
of all of nature's creatures. The creature has Blindsense to a 
distance of 240 feet. 

Abilities: Increase from the base creature as follows: Str 
+2, Dex +2, Int +6, Cha +4. The creature gains intellect, 
reasoning, and physical strength. 

Skills: The creature gains a +8 racial bonus on Survival 
checks. 

Feats: The creature receives Animal Affinity, assuming 
the base creature meets the prerequisites and doesn't already 
have this feat. 

Environment: Same as base creature. 

Organization: Solitary. 

Challenge Rating: Same as base creature +2. 

Treasure: None. 

Alignment: Same as base creature (always Neutral). 

Advancement: By character class. 

Level Adjustment: Same as base creature +2. 
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The Sla-Mori 




— Written by Ryan Berleth 
illustration by Diego Andres Varedes; Cartography by Sean Macdonald 

he Sla-Mori, meaning "the 
secret way" in Elven, was first 
created in the year 2000 PC. 
Constructed by the elven high 
priests for the burial of their 
honored dead, it was later used as the tomb 
and final resting place of the legendary Kith 
Kanan, founder and first king of the 
Qualinesti. 

The Sla-Mori was built during the time that Kith Kanan, in 
the joint alliance with the dwarves of Thorbardin and the 
humans of the nation of Ergoth, were constructing the 
fabled fortress of Pax Tharkas. The elves built the Sla-Mori in 
secret and constructed several hidden entrances to and from 
the fortress, as well as numerous secret entrances into the 
surrounding foothills and wilderness. 

Honored priests were the first to be buried inside the Sla- 
Mori as well as warriors who were killed during the 
founding of the city of Qualinost. Later, Kith Kanan was put 
to his final rest within an elaborate throne room and his 
most loyal guards were also laid to rest there, honoring their 
fallen king even in death. The Sla-Mori remained 
undisturbed for centuries, with the guardians put in place by 
the elven high priests vigilant in their unending duty. 
However, after the Cataclysm, the Sla-Mori fell into disuse 
and was not visited or tended. The elves, with the departure 
of the gods and the vacancy of Pax Tharkas, left the burial 
chamber to its own devices. Most of the old burial chambers 
have either been destroyed or rendered inaccessible to the 
majority of adventurers. 

The Sla-Mori was not visited again until after the start of 
the War of the Lance, when the Heroes of the Lance used it 
to gain entry into the fortress of Pax Tharkas in order to 
rescue captives of the Dragon Highlord, Verminaard. One of 
the Heroes, Tanis Half-Elven, came into possession of Kith 
Kanan's legendary sword, Wyrmslayer, believing that the 
ancient king "gave" him the weapon to defend his 
companions from a deadly dire slug. The sword has not been 
seen since Tanis took the weapon. 



The Sla-Mori has seen even less use after the War of the 
Lance and the Chaos War. It was rumored to be the hiding 
place of numerous gully dwarves, but none have so far been 
spotted. After the Chaos War, when Takhisis stole the world 
of Krynn and the elves lost contact with their gods, a band of 
renegade elves formed a cult centered on the worship of the 
dead. An elven mystic of some power held several occult 
gatherings with other renegade elves in the secret ruins, but 
they were run out by the Knights of Neraka when the great 
green dragon Overlord, Beryllinthranox, took over the 
Qualinesti forest. Although Beryl and her minions drove the 
occult elves out of the ruins, she never found the secret 
entrances into the Sla-Mori and was therefore unable to loot 
its treasure vault. 

Currently, after the War of Souls and the return of the 
gods to Krynn, the fortress of Pax Tharkas stands un-manned 
and the ruins of the Sla-Mori remain undisturbed. However, 
with the increase in interest for control of the great fortress 
by renegade elves, dwarves and draconians, the ruins of Sla- 
Mori could find numerous adventurers trying to loot its still 
undisturbed trove of treasures. 

Adventure Hooks 

The Sla-Mori can be used as a side-trek to a current campaign 
or it used as the focal point of an entire adventure. The 
adventure hooks listed below are separated by ages. The 
adventure hooks are listed in the form of simple rumors 
intended to spawn further adventures. 

Pre-Cataclysm 

4? The Third Dragon War: Enemies of the elves, 
including ogres, minotaurs and goblinoids, have taken 
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refuge inside the fortress of Pax Tharkas. The leaders of 
the Qualinesti fear that if any of these evil humanoids 
manage to get inside the Sla-Mori and obtain any of the 
powerful artifacts held in the treasure vault, it could 
prove disastrous to the elves. Chromatic dragons have 
taken residence in and around the ruins. 

f The Knights of Solamnia: Refugees from the empire 
of Ergoth, after being soundly defeated by Vinas 
Solamnus during the "Rose Rebellion," have fled into 
the forests and surrounding mountains of Qualinesti. 
Elven patrols have heard rumors that a powerful 
Ergothian sorcerer and renegade wizard has taken 
refuge inside the ruins of the Sla-Mori and began to 
raise a powerful army of undead. There are also rumors 
that a potent elven artifact held inside the ruins could 
bring devastation to all. 

f Risen King: Kith Kanan has risen from the dead, or so 
the tavern tales would have you believe. Elves report 
that the once-great king has been seen as a restless 
spirit, wandering around the fortress of Pax Tharkas, 
haunting its defenders and begging that his sword be 
returned to him. 

4? The Rise of Istar: Several non-humans have taken 
refuge around the deserted fortress of Pax Tharkas after 
the "Proclamation of Manifest Virtue" was issued by the 
Kingpriest. Seeking asylum from the paladins and other 
adventurers hunting them down, the non-humans, 
including kender, elves, ogres, goblins and hobgoblins, 
only wish to be left alone and have accidentally found 
the Sla-Mori. They hide in it now and use the natural 
protections the ruins offer. Seeking out these "evil" 
races and bringing them in for rewards could prove to 
be very beneficial to the party's funds. However, 
protecting these "innocents" could offer other rewards 
as well. 

Age of Despair 

f The Seekers: The Seekers, a new movement of "god- 
finders," has taken up residence in the Sla-Mori and are 
beginning to attract followers. They promise that, by 
using the stored up magic in the numerous magical 
items and artifacts hidden in the ruins, one can bring 
"godhood" into mortal form. The elves, fearing a 
desecration of one of their holiest sites, hire adventurers 
to drive the Seekers away. 

f Dwarf gate War: Fistandantilus has sent a contingent of 
soldiers to the Sla-Mori in order to obtain a powerful 
magical artifact that they can use to destroy the Dwarves 
of Thorbardin. The dwarves, after hearing of this tale, 
have enlisted the heroes to put a stop to the ransacking. 
If the heroes can stop the evil soldiers from pilfering 
the ruins, they may attract the notice of the legendary 
Black-Robed mage himself, bringing even more 
powerful enemies against the party. 

4? The Hammer of Khar as: During the journey to 
Thorbardin to bring the legendary hammer home, the 
dwarf Kharas is waylaid by bandits and the powerful 
artifact is stolen. It is rumored that the bandits are 
acting for the spirit of Fistandantilus, and who knows 



what dark design the evil mage has in store for the 
powerful weapon of good. Kharas has enlisted the 
heroes to find the weapon, and the first place they 
should search is the Sla-Mori, where it is rumored the 
bandits make their camp. 
4? Chromatic Dragons: Rumors speak of a powerful 
green dragon taking residence inside the ruins of the 
Sla-Mori. The Qualinesti have asked the heroes to get 
rid of he beast. 

4? War of the Lance: The elves of Qualinesti have asked 
the party to get rid of the draconians surrounding the 
fortress of Pax Tharkas and the Sla-Mori before the elf 
Gilthanas uses the ruins to enter the fortress. 

f The Dragon Orb: After hearing plans of the 
Dragonarmies marching west during the War of the 
Lance, the Speaker of the Sun has asked the heroes to 
obtain a powerful artifact from the Sla-Mori, a dragon 
orb, so that they can use it to thwart the evil forces of 
the chromatic dragons. However, the orb is protected 
by much more powerful enemies than the heroes 
realize. 

f The Chaos War: A powerful minion of Chaos is using 
the magic surrounding the Sla-Mori to attack the elves 
of Qualinesti, including summoning other minions of 
Chaos. Only weapons blessed with the essence of good 
can harm this monster, and those weapons are to be 
found amongst the treasure of the ruins. 



The Sla-Mori throughout the Ages 

The encounters and adventure hooks set up in this 
article are designed for play in and after the War of 
Souls. However, understanding that several players and 
Dungeon Masters prefer to adventure in other eras of 
play in the Dragonlance world, options for adventure 
hooks and encounters are given for other time periods. 
These are merely suggestions, and any Dungeon Master 
should feel free to change the encounters to fit their 
own personal campaign. Abbreviations for the eras 
listed are given below: 

PrC: This means "pre-Cataclysm." Dates for this era 
range from 2000 PC (when the fortress of Pax Tharkas 
and the Sla-Mori were first constructed) until 
approximately PC, when the gods sundered the world 
of Krynn. 

AoD: This means "Age of Despair" and is a general 
name for any era after the Cataclysm. The War of the 
Lance would fall into this time period. Dates for this era 
range from 1 AC until about 382 AC, just after the 
Chaos War but before the "Second Cataclysm." 

AoM: This means "Age of Mortals" and is also a 
general name for any time after the Second Cataclysm 
when Takhisis stole the world and the other gods were 
missing from Krynn. This era would include any time 
during and after the War of Souls, into the current time 
period of the Dragonlance world. Dates for this era 
would be from SC (after the Second Cataclysm) to 
about 39 SC, the current date of the Dragonlance 
Campaign. 
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The Age of Mortals 

4? The Dragon Overlord: Mighty Beryllinthranox attacks 
Qualinesti and has begun to send her forces to the Sla- 
Mori in order to gain powerful magical items. The 
captured elves secretly ask the heroes to protect their 
treasure, no matter what means are necessary. Stopping 
her forces may attract Beryl's attention, something the 
party would probably want to avoid. 

4? The Dragon Purge: As the mighty dragons attack each 
other to gain more power, a few dragons have tried to 
hide in the ruins of the Sla-Mori. No one knows what 
types of dragons these are. The elves ask the party to 
investigate and gain further information. Chromatic 
dragons are to be slain, while metallic dragons may 
prove to be powerful allies. 

4? Gray Knights: The powerful sorcerers of the Knights 
of Takhisis, perhaps working for the green overlord, 
have taken a great interest in the ruins of the Sla-Mori, 
more so than the elves would like. They ask the party to 
investigate what the gray knights want with the ruins. 

f The New Magic: An insane wizard, fearing the demise 
of the old, familiar magic, breaks into the ruins of the 
Sla-Mori. After hearing rumors that he can use the 
power of the age-old artifacts to recover his magic, he 
searches for any item he can find. The party is asked to 
stop the wizard before he causes any permanent harm to 
the holy site. The adventure sounds simple enough, 
until the party finds out the wizard is in fact a White- 



Encounter Levels for the Sla-Mori 

The encounter levels set for this dungeon are given 
below. A Dungeon Master should feel free to make any 
changes he feels are necessary to fit his own personal 
campaign. To tailor the encounter to groups of different 
levels, refer to Table 4-1 in Chapter 4 of the Dungeon 
Master's Guide. 

PrC: Four to six player characters of levels 9-11 
AoD: Four to six player characters of levels 5-7. 
AoM: Four to six player characters of levels 7-9. 



Robed mage. 

f River of Souls: The "River of Souls," the dead that are 
trapped in the Material Plane with the missing gods, is 
seen "flowing" very close to the Sla-Mori. The ancient 
powers of the ruins are keeping the dead souls from 
getting inside, but their power is dwindling. The elves 
ask the party to see what the dead are searching for. 

f The One God: Mina sends her forces to invade the Sla- 
Mori searching for powerful artifacts that will aid her in 
her conquest. The heroes are asked to stop the 
marauding forces. 

f The Return of the True Gods: After the death of 
Takhisis, and the bringing down of Paladine from the 
heavens, the elves have asked the party to cleanse the 
ruins of the Sla-Mori while they begin plans to turn it 
into a temple of Mishakal. 
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The Ruins of the Sla-Mori 

A. The "Not-so-secret" Entrance 

The heavily wooded area breaks for a few feet in every 
direction as you come across a cliff that stretches to the 
clouds. The sounds of the small stream near you can still be 
heard as you investigate the oddly shaped door in the cliff It 
appears creatures have come through here before. 

The once secret door has been opened too much now to be a 
secret anymore. A Survival check (DC 20) shows that there 
are several humanoid tracks here that appear to go in and out 
of the entrance. More than a dozen separate tracks can be 
found. 

Any loud noise may warn the elven guards in Area A if the 
party is not sufficiently quiet. 

PrC: There are 4 gargoyles here (see the Monster Manual) 
that were first created when the Sla-Mori was originally 
made. They attack anyone that attempts to enter the "Secret 
Way." The gargoyles are destined to be destroyed sometime 
during the Cataclysm and will not have been replaced when 
the elves abandon the area. The door is also hidden quite 
well, requiring a Search check (DC 25) to locate it. 

AoD: None. Since the original gargoyles were destroyed 
during the Cataclysm (or perhaps before, due to some other 
adventuring party), no other creatures attempt to guard the 
entrance to the Sla-Mori. The door is still quite well hidden, 
requiring a Search check (DC 25) to locate it. 

B. First Cross Roads 

The path splits into two forks here. Along the walls, ancient 
glyphs and writings in elven tell the story of the elves of 
Qualinesti: the exodus from Silvanesti, the building of Pax 
Tharkas, and the burial of Kith-Kanan. The road seems well 
worn and used here, and a few burn marks can be seen 
midway up the walls. 

This area is guarded by two elven guards, belonging to the 
Order of the Bloody Condor. They are seeking the re- 
establishment of the Qualinesti lands, no matter what the 
cost. They are not very attentive (Listen checks at -4 penalty) 
and will not normally notice anyone unless they come 
directly within range of their hearing (approximately 45 
feet). They first see what the party wants and attack if they 
need to, sending one of their warriors to the rest of their 
party to warn them of the coming adventurers. 

$ Elven Guard: male Qualinesti elf Ftr5: CR 5; Medium 
Humanoid (5 Vi feet tall); HD 5dl0+5; hp 32; Init +6; 
Spd 30 ft.; AC 18 (+4 Masterwork chainshirt, +2 Large 
Steel Shield, +2 Dex), touch 12, flat-footed 16; Base Atk 
+5; Grp +8; Atk +10 melee (ldlO+5, masterwork bastard 
sword/19-20), or +7 ranged (ld8+3/x3, masterwork 
composite longbow [+3 Str bonus]); Full Atk +10 melee 
(ldlO+5, masterwork bastard sword/19-20), or +7 
ranged (ld8+3/x3, masterwork composite longbow [+3 
Str bonus]); SA none; SQ Elf Traits; AL CN; SV Fort +6, 
Ref +4, Will +3; Str 16, Dex 15, Con 12, Int 10, Wis 12, 
Cha8. 



Skills and leats: Climb +1*, Intimidate +3, Listen +3, Spot 
+3; Exotic Weapon Proficiency (bastard sword), Improved 
Initiative, Power attack, Weapon Focus (bastard sword), 
Weapon Specialization (bastard sword). 

''Armor check penalty applies. 

Possessions: masterwork chainshirt, heavy steel shield, 
masterwork bastard sword, masterwork composite longbow 
(+3 Str bonus), 20 arrows. 

PrC, AoD: This area is guarded by a trap, 
v* Burning Hands Trap: CR 3; magic device; proximity 
trigger (alarm); automatic reset; spell effect (burning 
hands, 5th-level wizard, 5d4 fire, DC 11 Reflex save half 
damage); Search DC 26; Disable Device DC 26. 

C. Hall of the Ancients 

This once grand hall now appears to be in great disrepair. 
Seven huge pillars line one side of the hall while a few others 
stand on the other. A large collapse has caused most of the 
pillars — and much of the ceiling — to fall to the floor. On the 
west side of the building are two huge bronze doors that are 
closed and seem to be barely hanging on their powerful 
hinges. The east side of the structure holds a grand throne 
with a withered skeleton upon it. Dust covers the floor 
several inches deep while several tattered tapestries hang 
along the walls. 

This was once the throne room of Kith-Kanan and now is 
used as his final resting place. The skeleton seated in the 
throne is in fact the remains of Kith-Kanan. However, his 
sword is not in its original place. A DC 15 Survival check 
reveals slime trails, some new and some old, along the floor. 
It will be obvious to the PC's what caused these slimy tracks: 
the giant slug, which sits patiently in the center of the room 
and will attack anyone who enters. 

Enough noise in this room may also alert the giant slug's 
mate in Area G. No treasure can be found along the floor, 
however a Search check (DC 25) reveals six gems, worth 35 
stl, 135 stl, two 150 stl, 250 stl and a 500 stl diamond among 
the rubble. 

$ Giant Slug: CR 8; Huge Vermin; HD 14d8+84; hp 147; 
Init +2; Spd 20 ft., climb 20ft; AC 24 (+-2 size, +2 Dex, 
+14 Natural), touch , flat-footed 22; Base Atk +10; Grp 
+27; Atk +17 melee (2d8+9 and poison and ld6 acid, 
bite), or +10 ranged touch (poison and ld6 acid, spit); 
Full Atk +17 melee (2d8+9 and poison and ld6 acid, 
bite), or +10 ranged touch (poison and ld6 acid, spit); 
Space/Reach 15 ft./l5 ft*; SA acid, poison, extension; 
SQ all-around vision, darkvision 120 ft., tremorsense 60 
ft., vermin traits; AL N; SV Fort +15, Ref +6, Will +4; Str 
28, Dex 15, Con 23, Int -, Wis 10, Cha 2. 
Skills and Yeats: Climb +8* Spot +6*; Feats: None. 
Acid (Ex): The saliva of the giant slug has an acidy 
consistency. The acid does not harm metal, wood, or stone 
but only flesh. The giant slug adds ld6 acid damage to its spit 
and bite attacks. Since the same dissolving acid surrounds 
the giant slug in a shiny, protective layer, enemies 
successfully striking the giant slug with natural weapons 
also take ld6 acid damage on each successful hit. 
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Voison (Ex): Bite or spit, Injury or Contact, Fortitude DC 
23, initial damage ld6 Dex, secondary damage paralysis. The 
save DC is Constitution-based. 

Extension (Ex): Although the giant slug is a long huge 
creature, it gains the extended reach because its body has no 
bones and can easily stretch to attack foes up to 15 ft. away 
from it. 

All-around vision (Ex): The eyestalks on top of the giant 
slugs head allow the creature to swivel them 360 degrees. A 
giant slug gains a bonus to Spot checks and cannot be 
flanked. 

Skills: ''Giant slugs have a +6 racial bonus on Spot checks 
and a +8 racial bonus on Climb checks. A giant slug can 
always choose to take 10 on Climb checks, even if it is 
rushed or threatened. 

PrC: Once, when the Sla-Mori was first created, there was 
a single stone golem that served as an eternal guardian for 
the burial chamber of Kith-Kanan. It was destroyed along 
with much of the "secret way" during the Cataclysm. Anyone 
disturbing Kith-Kanan's body or sword will suffer its wrath. 
See the Monster Manual for statistics on the stone golem. 
Also note that the entire structure of the Hall of Ancients 
was fully intact before the Cataclysm. The entire area is 
noted on the map. 

AoD: The encounter during the Age of Despair is very 
similar to the one listed above for the Age of Mortals. 
However, the giant slug has no mate during the Age of 
Despair. 

D. Crypt of the Royal Guards 

A long hallway, over 150 feet long, stretches into the 
darkness. No light is to be found here at all and the shadows 
themselves seem to leap out at you. Large stone doors line 
the northern and southern faces of the walls, over twenty of 
them. They have elven glyphs upon them. 

This large hallway houses the "Royal Guards," the ancient 
elven warriors that were buried here with honor to protect 
their master, Kith-Kanan, even in death. Anyone who speaks 
any dialect of Elven or who uses an appropriate method can 
decipher the glyphs as meaning 'Guardians'. The royal 
guards are still around and they still serve in their original 
capacity, although their once protective nature has now been 
corrupted by the elven clerics of Sargonnas who reside here. 
They will come into being under any of the following 
circumstances: 

^ Any tomb door is opened. 

^ Any spell, divine or arcane, goes off in the hallway (this 
also includes wands and similar magical items). 
Someone opens the western double doors in the room 
that leads to the Hall of Columns. 



The Royal Guard, although not extremely powerful, may 
attack in waves to overwhelm their enemies. They are 
currently under the control of the elven cleric of Sargonnas 
inside the Hall of Columns. This entire area is considered 
desecrated, as cast by a 7th-level cleric. There are a total of 22 
Royal Guard Skeletal Warriors, one for each crypt room. The 



Skeletal Warriors (a template from the Dragonlance 
Campaign Setting) are all created from 4th-level elven 
fighters. Only up to seven come out at a time, and if one is 
destroyed, another comes out to replace it in ld4 rounds. If 
any of the skeletal warriors are successfully turned, they 
immediately return to their respective tombs. Sounds of 
heavy combat in this room may alert the elves of Sargonnas 
in Area F. 

$ Royal Guard: Skeletal Warrior, Qualinesti elf Ftr4: CR 
5; Medium Undead (5 Vz feet tall) (augmented 
humanoid [elf]); HD 4dl2; hp 26; Init +7; Spd 30 ft; AC 
21 (+4 Masterwork chainshirt, +2 Large Steel Shield, +3 
Dex, +2 Natural), touch 13, flat-footed 18; Base Atk +4; 
Grp +8; Atk +10 melee (ld8+5, masterwork long 
sword/19-20), or +8 ranged (ld8+3/x3, masterwork 
composite longbow [+3 Str bonus]); Full Atk +10 melee 
(ldl0+5, masterwork long sword, 19-20), or +8 melee 
touch (ld6+4/x2, negative energy touch), or +8 ranged 
(ld8+3/x3, masterwork composite longbow [+3 Str 
bonus]); SA none; SQ DR 5/bludgeoning, Immune to 
cold, electricity and polymorph, Undead traits, SR 17; AL 
LE; SV Fort +4, Ref +4, Will +1; Str 18, Dex 16, Con -, Int 
10, Wis 12, ChalO. 
Skills and Eeats: Climb +6, Intimidate +4, Listen +3, Spot +3; 

Cleave, Improved Initiative, Power attack, Weapon Focus 

(long sword), Weapon Specialization (long sword). 

Possessions: masterwork chainshirt, heavy steel shield, 

masterwork long sword, masterwork composite longbow (+3 

Str bonus), 20 arrows. 

E. Chamber of Doom 

This tunnel curves to the west and dead-ends. The small 
chamber is rounded and has a large, black altar seemingly 
made of dark obsidian. The altar has two sets of candles on it, 
shedding enough light to see the entire area, which also has 
several tapestries along the walls showing bloody sacrifices 
and religious rituals. The altar also has fresh blood on it and 
the smell of copper is unmistakable. The aura of evil is thick 
enough to grasp. 

The Chamber of Doom is a recent excavation into the Sla- 
Mori a few years before the War of the Lance. It is the cause 
of the desecration in Area D and if the altar is destroyed or a 
consecrate spell is cast on it, it will end the desecration 
effects. There are no guards in this area. The rituals depicted 
on the tapestries can be recognized as venerating the God of 
Revenge, Sargonnas, by any cleric of Sargonnas or any 
character succeeding at a Knowledge (religion) check (DC 
15). 

Treasure: Each set of candles is worth 100 stl. The 
tapestries can be sold for approximately 350 stl. 

PrC: This area did not exist before the Cataclysm. 

AoD: This area was first used as a convenient location to 
dump the bodies of those that the Red Dragonarmy officers 
killed. It quickly grew into a haunted place and there are 
usually ld4 shadows (see the Monster Manual) lurking about. 
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F. Hall of Columns 

After passing through the large double doors you step into a 
large chamber with several pillars reaching from ground to 
ceiling. The dwarven workmanship is undeniable. Each 
column tells the story of some great elven hero. Flickering 
torches line the walls and columns, causing the shadows to 
dance around the chamber in some eerie and macabre play. 
A standard door appears in the south-western wall. 

The Hall of Columns was so well crafted by its dwarven 
artisans that it suffered absolutely no damage during the 
Cataclysm. Although quite dusty, the everburning torches still 
provide light enough to see perfectly well inside the Hall. 
Portraits of Qualinesti heroes adorn each and every column, 
with writing in elven telling of their heroic exploits. 

A party of exiles from the now-destroyed Qualinost hides 
in the back of the chamber, using the main columns here to 
hide and ambush any enemies. They may be surprised by the 
entrance of the party if the characters have taken pains to 
move quietly through the ruins (allow a DC 20 Listen check 
to hear hastily quieted whispers in elven near the south- 
western corner of the room). The elven outcasts are led by an 
elven cleric of Sargonnas, Malefshni Haevereas, now 
completely wrapped up in vengeful thoughts of retaking the 
lands once stolen by the great green, Beryl, and now 
occupied by minotaur troops. Malefshni has also taken 
command of the undead in Area D. All of the elves in the 
party refer to themselves as agents of the "Bloody Condor." 

The door in the south west leads into a false hallway with a 
pit trap. 

y* Camouflaged Pit Trap: CR 5; mechanical; location 
trigger; manual reset; DC 20 Reflex save avoids; 50 ft. 
deep (5d6, fall); multiple targets (first target in each of 
two adjacent 5-ft. squares); Search DC 25; Disable 
Device DC 17. 

The secret door along the northwest wall is well hidden. A 
Search check (DC 20) will locate it however. 

Tactics: The elves are immediately unfriendly towards the 
party, especially if the party has been sent to get rid of the 
outcast elves (see the Adventure Hooks listed above). The 
elves will not attack anyone immediately, especially if 
another Qualinesti elf is with the group, unless provoked 
into battle. The elves especially hate being called "dark 
elves." 

If they are forced into battle, the warriors immediately 
charge the group while the sneaks look to flank the party 
and attack by surprise. If forced to flee, Malefshni retreats to 
the Crypt of the Royal Guard (Area D), where she may be 
able to use some of the Undead if any remain. If the battle 
goes badly and the party seems to easily defeat the warriors, 
the sneaks use their potions of invisibility to escape. 

Treasure: The elven outcasts have gained a fair amount of 
treasure while exploring the ruins of the Sla-Mori. They 
avoid the Hall of Ancients (where they know the slug to be) 
and the treasury (where they know the spectre lairs). In a 
few sacks and crates, they have the following: 456 stl, 786 gp, 
889 sp, 1,890 cp, (9) amethyst gems worth 58 stl each, (4) 
pearls worth 100 stl each, (2) diamonds worth 250 stl each, 
and (l) fist sized ruby worth 780 stl. Inside the crates are (3) 



masterwork longswords, (3) composite longbows, a quiver 
with (20) arrows +1, a light crossbow +1, a frost dagger +1, a 
ring of warmth, a wand of lightningbolt (5th level caster, DC 
12, 23 charges), a flame longsword +1, and a beautifully 
crafted elven chainmail +2 set with rubies and amethysts. 
None of the elves have identified these items and are afraid 
to use them in case of curses, which are all too common in 
the Sla-Mori. 

Malefshni keeps 2 elven guards and 2 elven sneaks with 
her at all times in the Hall. 

^ Malefshni Haevereas: female Qualinesti elf Clr7 of 
Sargonnas: CR 7; Medium Humanoid (5 1 A feet tall); 
HD 7d8+7; hp 38; Init +6; Spd 30 ft; AC 19 (+6 elven 
chainmail +1 of light fortification, +1 ring of protection +1, +2 
Dex), touch 13, flat-footed 17; Base Atk +5; Grp +7; Atk 
+9 melee (ldl2+4, keen greataxe +1, 19-20/x3), or +8 
ranged (ld8+2/x3, masterwork composite longbow [+2 
Str bonus]); +9 melee (ldl2+4, keen greataxe +1, 19- 
20/x3), or +8 ranged (ld8+2/x3, masterwork composite 
longbow [+2 Str bonus]); SA Turn Undead 6/day, spells; 
SQ Elf Traits; AL IE; SV Fort +7, Ref +5, Will +10; Str 
15, Dex 15, Con 12, Int 13, Wis 18, Cha 16. 
Skills and Teats: Concentration +11 (+15 when casting 
defensively), Diplomacy +8, Knowledge (religion) +6, Listen 
+8, Spellcraft +11, Spot +8; Alertness, Combat Casting, 
Improved Initiative, Martial Weapon Proficiency 
(greataxe)(B), Weapon Focus (longsword)(B). 

Spells Cleric Spells Prepared (5/5+1/4+1/3+1/2+1; Save DC 14 
+ Spell Level): — detect magic, light, guidance (2), resistance; 
1 — bane (2), bless, shield of faith (2), protection from good?''; 2 — 
bulls strength, cure moderate wounds, hold person (2), spiritual 
weapon'"; 3 — bestow curse, cure serious wounds, magic vestment", 
protection from energy; 4 — cure critical wounds, divine power, 
unholy blight*. 

''Domain Spell. Domains: Evil (cast evil spells at +1 caster 
level), War (gain martial weapon proficiency and weapon 
focus feats for deity's favored weapon) 

Possessions: elven chainmail +1 of light fortification, keen 
greataxe +1, ring of protection +1, cloak of protection +1, 
masterwork composite longbow (+2 Str bonus), 20 arrows, 
wand of cure light wounds (23 charges), wand of bull's strength 
(14 charges), scrolls of bane, bless, bestow curse, animate dead, 
and inflict critical wounds, all 7th-level caster. 

f Elven Guard: male Qualinesti elf Ftr5: CR 5; Medium 
Humanoid (5 Vz feet tall); HD 5dl0+5; hp 32; Init +6; 
Spd 30 ft.; AC 18 (+4 Masterwork chainshirt, +2 Large 
Steel Shield, +2 Dex), touch 12, flat-footed 16; Base Atk 
+5; Grp +8; Atk +10 melee (ldlO+5, masterwork bastard 
sword/19-20), or +7 ranged (ld8+3/x3, masterwork 
composite longbow [+3 Str bonus]); Full Atk +10 melee 
(ldlO+5, masterwork bastard sword, 19-20), or +7 
ranged (ld8+3/x3, masterwork composite longbow [+3 
Str bonus]); SA none; SQ Elf Traits; AL CN; SV Fort +6, 
Ref +4, Will +3; Str 16, Dex 15, Con 12, Int 10, Wis 12, 
Cha 8. 

Skills and Teats: Climb +1*, Intimidate +3, Listen +3, Spot 
+3; Exotic Weapon Proficiency (bastard sword), Improved 
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Initiative, Power attack, Weapon Focus (bastard sword), 
Weapon Specialization (bastard sword). 
''Armor check penalty applies. 

Possessions: masterwork chainshirt, heavy steel shield, 
masterwork bastard sword, masterwork composite longbow 
(+3 Str bonus), 20 arrows, potion of cure light wounds, potion 
of cat's grace. 

£ Elven Sneak: male Qualinesti elf Rog5: CR 5; Medium 
Humanoid (5 % feet tall); HD 5d6+5; hp 22; Init +8; Spd 
30 ft.; AC 17 (+3 Masterwork studded leather, +4 Dex), 
touch 14, flat-footed 13; Base Atk +3; Grp +4; Atk +6 
melee (ld6+l, masterwork rapier, 18-20), or +8 ranged 
(ld6/x3, masterwork composite shortbow); Full Atk +6 
melee (ld6+l, masterwork rapier, 18-20), or +8 ranged 
(ld6/x3, masterwork composite shortbow); SA sneak 
attack +3d6; SQ Elf Traits, trapfinding, evasion, trap 
sense +1, uncanny dodge; AL CN; SV Fort +6, Ref +4, 
Will +3; Str 12, Dex 19, Con 12, Int 14, Wis 12, Cha 8. 
Skills and I eats: Balance +9*, Climb +4* Disable Device +4, 
Escape Artist +9*, Hide +12*, Listen +4, Move Silently +8* 
Search +6, Spot +6; Improved Initiative, Weapon Focus 
(rapier). 

'"Armor check penalty applies. 

Possessions: masterwork studded leather, masterwork 
rapier, masterwork composite shortbow, 20 arrows, potion of 
cure light wounds, potion of cat s grace, potion of invisibility. 

PrC: This Hall used to be guarded by 3 greater shadows 
(see the Monster Manual) that attack by flying through the 
columns to gain a great advantage against their enemies; it is 
very hard to attack an opponent that is inside the columns. 

AoD: This Hall was not guarded during the Age of 
Despair. 

G. The Closed Corridor 

After passing through the huge bronze double doors in the 
room behind you, you come across an ancient room that has 
by far seen the worst damage from the Cataclysm. The entire 
rear of the building is only a collapsed heap of rubble. Slime 
seems to cover the rocks from the collapse, and shiny gems 
can be seen glittering on the surface. 

This is the lair of the giant slug pair. The other remains here, 
safely watching the eggs that will soon hatch. If anyone 
enters the room, it immediately charges and tries to kill 
everyone in the room, stopping only when it is dead. If the 
party retreats past the Hall of Ancients, it gives up the chase 
and returns to the chamber. 

if Giant Slug: CR 8; Huge Vermin; HD 14d8+84; hp 147; 
Init +2; Spd 20 ft, climb 20ft; AC 24 (-2 size, +2 Dex, +14 
Natural), touch, flat-footed 22; Base Atk +10; Grp +27; 
Atk +17 melee (2d8+9 and poison and ld6 acid, bite), or 
+10 ranged touch (poison and ld6 acid, spit); Full Atk 
+17 melee (2d8+9 and poison and ld6 acid, bite), or +10 
ranged touch (poison and ld6 acid, spit); Space/Reach 
15 ft./l5 ft.*; SA acid, poison, extension; SQ all-around 
vision, darkvision 120 ft., tremorsense 60 ft., vermin 



traits; AL N; SV Fort +15, Ref +6, Will +4; Str 28, Dex 15, 
Con 23, Int -, Wis 10, Cha 2. 

Skills and Yeats: Climb +8* Spot +6*; Feats: None. 

Acid (Ex): The saliva of the giant slug has an acidy 
consistency. The acid does not harm metal, wood, or stone 
but only flesh. The giant slug adds ld6 acid damage to its spit 
and bite attacks. Since the same dissolving acid surrounds 
the giant slug in a shiny, protective layer, enemies 
successfully striking the giant slug with natural weapons 
also take ld6 acid damage on each successful hit. 

Voison (Ex): Bite or spit, Injury or Contact, Fortitude DC 
23, initial damage ld6 Dex, secondary damage paralysis. The 
save DC is Constitution-based. 

Extension (Ex): Although the giant slug is a long huge 
creature, it gains the extended reach because its body has no 
bones and can easily stretch to attack foes up to 15 ft. away 
from it. 

All-around vision (Ex): The eye stalks on top of the giant 
slugs head allow the creature to swivel them 360 degrees. A 
giant slug gains a bonus to spot checks and cannot be 
flanked. 

Skills: '"Giant slugs have a +6 racial bonus on Spot checks 
and a +8 racial bonus on Climb checks. A giant slug can 
always choose to take 10 on Climb checks, even if it is 
rushed or threatened. 

Treasure: While making the nest for the eggs, the giant 
slugs somehow managed to collect a few gems into the pile 
of rubble. A Search check (DC 15) reveals the following 
gems: (4) bloodstones worth 100 stl, (3) red garnets worth 
125 stl each, (2) topazes worth 350 stl each, and (l) emerald 
worth 2,000 stl. 

PrC: This room was perhaps another entrance into the 
fortress of Pax Tharkas that was never finished due to the 
Cataclysm. There are no encounters here before the 
Cataclysm. 

AoD: The encounter listed above fits for the Age of 
Despair as well as the Age of Mortals. However, no nest was 
created during the Age of Despair so the gem treasure is not 
there. 

H. The Chain Room 

This circular room is well lit by several torches along the 
walls. The ceiling goes approximately 50 feet up and domes 
off at the center. A large stone contraption sits in the center 
of the room while a huge chain that could be lifted by no 
mortal man stretches into the ceiling. Two large double 
doors stand at the southern and eastern exits. 

There is a small contingent of draconians stationed here, a 
rogue patrol that is just now exploring the ruins of the Sla- 
Mori. They don't necessarily desire any combat with the 
party unless they feel they can completely slaughter them. 
They are led by an aurak named Velismir. 

Creatures: 1 aurak draconian (Velismir), 6 baaz 
draconians, 2 bozak draconians, 2 kapak draconians, and 1 
sivak draconian (see the Dragonlance Campaign Setting). 

Treasure: The draconians do not carry many valuables 
with them. All together, the group holds 200 stl, 150 sp and 
588 cp. The aurak also holds an emerald worth 1,000 stl. 
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I. Treasure Vault 

After bypassing two sets of double doors, you come across a 
small room whose ceiling only stretches to 10 feet. An eerie 
blue glow allows you to view the contents of the room: piles 
upon piles of coins can be seen, as well as mounds of gems, 
various weapons, suits of armor and potion bottles. After 
surveying the room for another moment, you find the source 
of the blue glow: the translucent shape of an elven female 
hovers near the center of the room. 

This elven mistress was once a thief who came to pilfer the 
magical items in this treasury. However, after her death in 
the room, she was brought back as an undead abomination. 
Since she has such a hatred for the living, she attacks anyone 
near her until they flee the treasure vault. As she attacks, she 
screams in pain and anguish, leading many to falsely believe 
that she is a banshee. 

Creatures: Advanced Spectre (as listed on in the Monster 
Manual but with 14 HD). See the Monster Manual for rules on 
advancing monsters. 

Treasure: This room is aptly named. All of its contents 
include the following: 10,380 gp (since when it was 
constructed gold was the currency), 15,340 sp, 26,000 cp, a 
longsword +1, a longbow +1, a shortbow +1, a composite longbow, 
a light crossbow +2, a heavy crossbow +1, a handaxe +1, a flaming 
battleaxe +1, a keen rapier +1, a longspear +2, (3) javelins of 
lighting, (2) rings of protection +2, a ring of warmth, a ring of 
resistance +1 (as the cloak of resistance), a necklace of fireballs type 
III, a wand of web (5th-level caster, 22 charges), a wand of bless 
(lst-level caster, 50 charges), a wand of fireball (7th-level 
caster, 50 charges), a scroll of heal, (3) potions of cure moderate 
wounds, (4) potions of cure serious wounds, (3) potions of cure 
critical wounds, (l) potion of neutralize poison, a suit of elven 
chainmail +3, a suit of fullplate +1, a heavy steel shield +2 and a 
suit of scalemail +2 of moderate fortification. 

PrC: The encounter remains the same, except the spectre 
is of normal HD; however half of the above listed treasure is 
not there (randomly determined). 

AoD: The encounter remains the same. 

J. Secret Entrance 

A winding pathway leads southward into the fortress of Pax 
Tharkas. 

This pathway will take the party into a secret entrance that 
leads into the bottom levels of the fortress. 

PrC: This encounter remains the same. 

AoD: This encounter remains the same, however it leads 
to where the prisoners are being kept and is regularly 
patrolled by Dragonarmy warriors. 
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Dragontouched 

-Written by Neil Burton & Luis lemando de Vippo 



egendsfrom the Age of Dreams 
speak of a few select people 
who, according to second-hand 
reports that are kept in the 
Tower of High Sorcery at 
Wayreth, manifested certain of the abilities 
of dragons. As such, they had an aura that 
clearly marked them as more than human, 
but also less than a true dragon. 

For centuries the existence of these beings has been 
regarded mostly as myth by reputable scholars. The creation 
of Dragon Disciples in the Fifth Age however, who have 
innate magic, and as they grow in power, take on the 
physical characteristics of dragons, forced many scholars to 
rethink their position. Suddenly, the old legends about the 
dragontouched gained credibility, but dragons had in the 
meantime become so rare that the existence of the 
dragontouched still remains difficult to prove. 

Dragontouched are, supposedly, capable of healing hurts 
beyond even the cleric's most powerful abilities, as well as 
being able to take on the shape of a dragon and to call down 
draconic magic beyond the dreams of Wizards of High 
Sorcery. These fanciful rumors, which describe the 
whimsical daydreams of many mortals who have come into 
close contact with a dragon and experienced its power first- 
hand, are the most compelling evidence used by scholars 
who want to dismiss the dragontouched as mere legend. 
However, fragments found in the Great Library at Palanthas 
hint that one can gain the powers of the dragontouched by 
associating closely with a powerful dragon, and that the 
powers you gain depend upon whether the boon is granted 
to you by a metallic or chromatic dragon. 

Legends say that a dying good dragon can bestow part of 
its soul upon what it considers a "worthy" recipient, though 
what constitutes "worthiness" to such a creature is, as ever, a 
mystery. Such a gift is obviously incredibly rare because 
dragons do not normally acknowledge the merits of inferior 
mortal races, let alone grant them a fragment of their own 
being. Additionally, a healthy good dragon would not — 



under normal circumstances — consider giving this ability to 
a mortal, as it would subsequently expect to gain a measure 
of control over the recipient and thus inhibit its God-given 
free will. 

A chromatic dragon can also bestow the gift, but it carries 
a heavy weight with it. It has been noted that the control 
exhibited over Dhamon Grimwulf by the Dragon Overlord 
Malystrix bears some resemblance to these legends, though 
it may just be coincidence. An evil dragon, if it can stomach 
the ignominy of giving so preciously of itself to a mortal, 
may yet choose to do so in order to control the actions of that 
individual. 

Finally there is another rumor, a legend that the healing 
powers possessed by a dragontouched are so extraordinary 
that it actually transfers its dragon-given abilities — albeit 
temporarily — to the recipient, creating in the process an 
inviolable mental link to the subject. No evidence exists to 
support this theory, however. 

Creating a Dragontouched 

"Dragontouched" is an acquired template that can be added 
to any humanoid, but not monstrous humanoid, creature 
(referred to hereafter as the base creature). 

A Dragontouched uses all the base creature's statistics and 
special abilities except as noted here. Only true dragons of 
the old age category or older can grant this template, and all 
of the abilities presented here become more effective the 
older the dragon that grants them. 

Size and Type: The creature's type fluctuates between 
dragon and humanoid, whichever gives it the most 
advantage. 

Special Attacks: A dragontouched retains all of the 
special attacks of the base creature and gains those described 
below. Saves have a DC of 10 + Vz dragontouched HD + 
dragontouched Cha Modifier + 1 for every age category the 
creator dragon is beyond old. 

Breath Weapon (Su): Once per day the dragontouched can 
emit a breath weapon corresponding to its creator dragon. It 
always breathes in a line 5 ft. high, 5 ft. wide and up to 60 ft. 
long, and deals 5d6 of the appropriate energy damage, with a 
save DC 19. 

Irightful Presence (Su): Once per day the dragontouched 
creature can try to demoralize an opponent (see the 
Intimidate skill) with a +20 bonus to his roll. 
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Special Qualities: A dragontouched retains all of the 
special qualities of the base creature and gains those 
described below. 

Darkvision (Ex): A dragontouched creature gains 
Darkvision up to a range of 60 feet. Its eyes gain a reddish, 
reptilian aspect when this ability is in use. 

Dragon Bond (Su): If the creator dragon is still alive, a part 
of its soul resides within the dragontouched creature. 
Because of this, it can command the dragontouched creature, 
once per day, as if under the effects of a geas spell. A Will 
Save (DC equal to creator dragon's breath weapon DC) can 
be attempted to resist the attempt, but distance is not a factor 
unless the two creatures reside on different planes of 
existence. The creator dragon always knows the direction 
and location of its dragontouched. 

Iluduating Type (Ex): The type of a dragontouched creature 
fluctuates between dragon and humanoid. If targeted by a 
spell or other effect that affects humanoids, but not dragons, 
such as charm person, the type of the creature is considered 
dragon. The reverse is true if targeted by a spell or effect that 
only works on dragons. 

Resistance (Ex): A dragontouched creature gains Energy 
Resistance 15 to the element to which its creator dragon is 
immune (such as fire if the creator dragon is red). 

Slow Aging (Ex): A dragontouched creature ages only 1 year 
for every 10 years it is alive. It is affected as normal by aging 
attacks, but the differential above should still be taken into 
account (so a character magically aged 10 years ages only by 
one year). 

Soul Healing (Sp): Once per year the dragontouched 
creature can cast heal as a cleric of equivalent level or Hit 
Dice. This effect manifests as a glowing dragon that enters 
the body of the person it heals. This healing carries a strong 
side-effect known as the Soul Bond. 

Soul Bond (Su): Soul Healing (see above) forges a bond 
between the dragontouched creature and the person healed. 
For one day per hit point healed, both characters can read 
each other's thoughts as if under the effects of a detect 
thoughts spell. Also, they both know the direction and 
location of the other, unless they are in different planes of 
existence. It is also painful for them to be separated from 
each other for more than a week, with each week of 
separation after the first requiring a Fortitude saving throw 
(DC 15 + the number of weeks away from each other) to 
avoid ldlO points of subdual damage. This damage can never 
be healed unless the characters are within 30 feet of each 
other. 

Twin Souls (Su): Because a dragontouched creature in 
effect has two souls residing in its body, it gets a saving 
throw to ignore attempts to drain its life energy, even if the 
attack would not normally grant a saving throw. If the attack 
already has a saving throw the character gains a +4 bonus to 
the roll. This ability has a number of uses limited to 
dragontouched Cha bonus (if any) + 1 per week. 

Abilities: Increase from the base creature as follows Dex + 
2, Int +2 if the creator dragon is metallic, or Str +2 and Cha 
+2 if the creator dragon is chromatic. 

Skills: Dragontouched have a +4 bonus to Listen, Search 
and Spot checks. 

Feats: Dragontouched gain Blind-Fighting as a bonus feat. 



Challenge Rating: Same as the base creature +2 

Advancement: By character class. 

Level Adjudment: Same as the base creature +2 

SAMPLE DRAGONTOUCHED 
(METALLIC) CHARACTER 

This example uses a human Wiz 4 (Illusionist)/ Fighter 
1/WoHS 9 (Red Robes). 

Dragonbane 

Wiz 4 (Illusionist)/ Fighter 1/WoHS 9 (Red Robes) 
Medium Humanoid or Dragon (The stats of Dragonbane 
were published in issue 5 and had some errors. Use the stats 
presented here.) 



Strength 


14 (+2) 


Fort. Save +1 6* 


Dexterity 


20 (+5) 


Ref. Save +16* 


Constitution 


12 (+1) 


WillSave +19* 


Intelligence 


24 (+7) 


Armor Class 26 


Wisdom 


14 (+2) 


Flat-Footed AC 15 


Charisma 


12 (+1) 


Touch AC 21 


Alignment 


N 


Hit Points 57 


Speed 


30 ft. 


Initiative +5 


Size M (5 ft. 10 in.) 


Weight 140 1b. 


Weapon 


Attack Bonus Damage 


Staff of Lunitari 


+12/+7 


ld6+5 (20/x2) 


Dragondagger 


+16/+11 


ld4+4 (19-20/x2) 



* +1 to all saving throws related to illusion magic. 

Skills: Balance +7, Bluff +5, Concentration +17, Craft 
(Weaponsmithing) +11, Intimidate +11 Knowledge (arcana) 
+27, Knowledge (history) +17, Knowledge (geography) +17, 
Knowledge (religion) +17, Ride +15, Sense Motive +10, 
Spellcraft +29, Swim +6. 

Eeats: Blind-Fight, Craft Magic Arms and Armor, Craft 
Wands, Energy Substitution, Eschew Materials*, Greater 
Spell Focus (Illusion), Scribe Scroll, Spell Focus (Illusion), 
Spell Mastery (fireball, greater invisibility, invisibility, magic 
missile, persistent image, phantasmal killer, teleport), Spell 
Thematics (Dragon). 

Languages: Common, Draconic, Dwarven, Elven, 
Ergothian, Goblin, Magius, Solamnic. 

Possessions: Staff of Lunitari, Dragondagger, bracers of armor +5, 
ring of protection +3, gauntlets of ogre power +2, cloak of resistance 
+5, backpack of holding, ring of chameleon energy protection, device 
of time journeying (broken), necklace of adaptation, Medallion of 
laith (Paladine) 

'"Bonus feat granted by Staff of Lunitari. 

Class Features: Proficient with all armors and shields 
(including tower shields) and simple and martial weapons. 
Scribe Scroll Feat, Arcane Research +4, Enhanced 
Specialization (Illusion), Item of Power (Staff of Lunitari), 
Magic of Change, Magic of Deception, Magic of Mystery, 
Moon, Magic, Pure Magic, Tower Resources. 
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Special Attacks 

Breath Weapon: once per day Dragonbane can breathe a 
line of cold. This line is always 5 ft. high, 5 ft. wide and 60 ft. 
long and deals 5d6 of cold damage (save DC 19). 

Frightful Presence: once per day Dragonbane can try to 
demoralize an opponent with a +20 bonus to his Intimidate 
roll. 

Special Qualities 

Darkvision 60 feet. 

Fluctuating Type: Dragonbane's type fluctuates between 
dragon and humanoid, whichever is more advantageous. 

Giant Insect Vhobia: Dragonbane must succeed at a Will 
save with a DC equal to the giant insect HD when 
confronted with a giant insect, or act as if under a fear spell. 
Immunity to Enchantment Spells and Effects. 

Immune to magic jar and trap the soul spells and effects. 

Vrice on his head: the church of Takhisis actively hunts 
Dragonbane; once every ld8 months assassins of level ld8+5 
attack him. 

Permanent fly and Dragonbane's protection from insects. 
Resistance to Cold 25. 

Slow Aging: Dragonbane ages only one year for every 10 
that passes. 

Soul Bond: Dragonbane, due to his recent actions, has a 
Soul Bond with Clarion for 95 days. They can read each 
other's thought's as if under a detect thoughts spell. Also they 
both know the direction and location of each other, unless 
they are in different planes of existence. It is painful for 
them to be separated from each other for more than a week, 
with each week of separation after the first requiring them to 
succeed at a Fortitude saving throw (DC 15 + the number of 
weeks away from each other) or suffer ldlO points of 
subdual damage that cannot be healed unless the characters 
are within 30 feet of each other. 

Soul Healing: Dragonbane cannot use this ability for 
another year. 

Spell Misfire: Dragonbane has a 1 in 20 chance of a spell 
misfire resulting in a destructive random effect chosen by 
the DM, or alternatively ld6 points of damage per spell level. 

Twin Souls: Dragonbane always gets a saving throw against 
energy draining attacks even if it has no saving throw. If it 
already has a saving throw Dragonbane gains a +4 bonus to 
the roll. He still has two uses of this ability in the current 
week. 

Wizard Spells per Day: 4/6+1/6+1/6+1/6+1/4+1/3+1/2+1. 
Base DC 17 + spell level. Illusions have a DC of 19 + spell 
level. 
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